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Chass Dwarf Bestiary 


The history oF the Chaos Dwarfs — the Dawi Zharr or L 
Dhl harr’as they refer t6 themselves in their corrupted tong. 
ds anianeient and terrible onc. It is a saga of a great and hardy people 
Ghose nobiligywould become warped into utter malice, and whose 
Peubborn refisal to dic would lead them down a dark and bitter path 
St damnation. 


}°& 
i ete SHADOWED PAsT 
1) PB stony ofthe Chaos Diath betshs many thousands of years 
ShABeat expansion of the Divarf race northwards, long 
BE eof Man. The Dwarfs, cleaving torthose lands where 
BP frctaliand gemscotild bc found, nd firm rock could be delved, 
Principally followed the crack of whac is naw known as the W 
Page Mountains. Here theyekcayated arid expanded an under 
Fealifi of mighty subretrantean fortress-citics linked by countless 
TIES OF mine Working¥and passageways. Eventually this slow 
but Steady expansion led one group of Dwarfs to the uplands in 
thelfaé north oF the Worlds Edge Mountains range they came to 
Knows che'Zorn Uzkul! orthe ‘Great Skull Land’ —a vast and 
+ inhospitableplateau where the aic was frigid and thin; and the dusty 
ground|litrered with the wind-sconred bones of the ancient dead. 
“Thetnalneral yrealch was rich here, but the earth and stone to some 
seemed tainted and unclean. Many Dwarfs calledthe place accursed 
and sumed aside'fom ic, cither retreating to the mostestablished 
holds, or, fof more adventurous character, choosing to strike out 
® into far Norsta/or tnderrake the journey first eaStand south to the 
rich lodes recently discovered in the Mountains of Mourn. Some 


ids 


Th C Cha eas 


§ bodies ofthe Chaos Dwarfs this is as nothing compared to thé 


however, refusing to be baulked, chose to’ remain in the Great Skull _ 
Land come what may. At first these distant Dwarfkindrede retained. 

ose ties of kinship and trade, butas the world!darkened and foul 
things crawled from its depths to sunder thé Dwarf under reins © 
contact between the far Aung Dwarf holds becaine erratic afi 
infrequent, as each looked to their own survival and defence. Whew al 
the Great Time of Chaos descended to sunder the world, these most 
forlom of Dwarf kingdoms were lost forever to their kinfolkin the 
Worlds Edge Mountains, and given up for dead as a tide of horror 

ed across the land, The Dwarfs ofthe West could not have been 

‘ore mistaken, for the ravages of Chaos did nor destroy the hardy 
determined Dwarfs of Zorn Uzkil, but instead worked a dreadful 


change upon them 


Icisimpossible to say with any certainty exactly when the Dwarfs OP 
the East became the malevolent entities now known as the Chaos, 
Dwarfs, as the changes wrought to their bodics and spirits were slow 
and inexorable. Not even they themselves know the ful saga ofthe 
dark times of their origins, Save for that they were almost utterly 
destroyed, and it was only by their stubborn refusal to surrender 

in the face of unspeakable horror and death that they endured — 
endured and came to know a new patron god, Hashue, Father of 
Darkness. Slowly they began to increase again in number and restore 
themselves in'power and dark majesty, now barely recognisable from 
what they had been before: 


‘The Dwarf race is unusually resilient to’the warping influence of 
‘Chaos — a reflection of narural Dwarf stubbornness perhaps. None- 
the-less the Dwarfs who live in the shadow of the Mountains. of 
Mourn have changed slowly bur inexorably over time, and become 
‘Swisted in Both Bady and mind: Though they superficially resemble 
other Dwarfs, in all important respectsthey are casily distinguished: 
Chaos Dwarfs often posséss protruding tusks that lend thema 
brutal, savage expression, and they art commonly grey-fleshed and. 
ed of cyc. Many haye'small Roms that jut from their farchead ahd 

“some even‘haye cloven hooves and worse although such exrreme*? 
mutatioris are rare amongst ordinary Chaos Dwarfs and common. 
‘only amongst sorcerersand those that haye the most directeontact 
With the stuff of Chaas. . 


oe : 
If che influcnce of Chaos has worked terrifying changes upomehe 


frahSmuration of theic hardy Dwarf minds, The traditional Dwarf 
walss of stubborn determination, crafismanship and:industry have 
een twisted into a perverted mockery in the hearts of the Chaos 


Se Dwarfs, They became pitiless, macabre and coldshearted creanires, 
PP) devoid of mert¥and consumgd by a nced ro cnslaveand dominate 


© everyone and everything theyicyme into contact with, and from this 
‘heed grew their Empire. Year upon year, decade upon decade and 
then century upon cencuiry, wich malevolent intentand monscrows 
patlenés the dominion of thé Chaos Dwarf has 


af 


"THE FATHER OF DARKNESS 


erated in sok and 


tha dark gos while other insist ix care other fora of foul 
pan dah robe ile thers pacer nada 


©), madness of Chaos’ human followers, che unthinking savagery ofthe 
Beastmén or even the desperaté, labyrinthine intrigues and vicious 
SP agBresion ofthe Skaven. Instead they are consumed with grim, cold 
Wchuclry, greed and calculated brutali 


AN EMPIRE OF SMOKE, BLOOD AND ASH 
Chaos Dwarfs areirredeémably evil, biter and self-centred creatures, 
fearing nothing for the life of others and directing all their labours to 
the construction of their great city ~ Mingol-Zharr-Nagerund ~ the 
City of Fire and Desolation, and the slow expansion of their power 
nd influence in the world. To this end’ Chaos DwatFarmics scour 
the Dark Lands and the deadly realms beyond for slaves to fill their 

" cityand labour deep beneath the earth in the pits that surround ir, 
and to provide sacrifices for the furnacc fires dedicated to their dark 
god Hashur. 


‘Their empire has come to encompass the fire-scorched volcanic 
plain of Zharrduk at the heart of which Zharr-Nagerund sits, and 
Ike a black iceberg, its true extent lies not above with its armoured 
#iggarats and fire-lahced temples, buebelow the surface in countless 
miles of magmia-lir delvings, cavernous chambers and yaulted mines 
hich resound to thecries of tortured slaves and the ringing of 
Rammersin an untold number of diabolic forges. For many miles 
around it, the Plain of Zharr has succumbed tothe hand of the 
(Chaos Dwarfs. Iris littered with the scars of vast open mines, fiery 
vers of magma, ash dunes and staghahe pools of foaming yellow 
Fad blood red — naxious with toxic spoil and fortified workings and 
5 Watch posts which line che great machine-crushed roads upon which 
P cotuntless slaves haul ore and plander co feed the ever hungry city of 
theChaosDwarfs, 


Beyond their heartland in the plain of Zharr, they have raised great 
Forrress-citadels and rowers co establish their dominion throughout 
the far flung and perilous Dark Lands, although no force, even one 
*sbrural as the Chaos Dwarfs can lay claim to true sovereignty over 
this vastrealm of accursed, mionster-infesced shifting ash-deseres. Ac 
theedges of the Dark Lands, the outposts and black iron watch- 
JFowers of the Chaos Dwarfs excenid as far the great Desolation of 
Wgorh and the coastline of the Sea of Dread co the south and High 
Pass to the north, while = the Place of the Skull, seat of the 
the Time of Chaos, is still populated but 
place, ahd the bustling workings ofits slave- 
hide an ancient inner-city thar is little more than 
Tomb. The forbidden, lower levels of Uzkulak 


‘Its masters and to be consigned to its depths 


= 


othe Chaos Dar isi bro Dark i nd malignant beng, 


so many throngs of human marauders and hosts of greenskin say 


Heasbyt ign Chaos god (although some sbolarsof the arcane would label hi asa 


a d i le é- 


isa punishment reserved for oath-breakersand Sea Se 
worst fare the Chaos Divatfs can bestows A Fact whiclh given ae 
‘malevolent inventiveness of the Dacmonsehitletn sich maitece 
speaks much of the horrors which must abide there. 


The plans of thé Chaos Dwarfs are the results of cheintricare 
workings of their malign intelligence, deep paranoiaand eblid 
ctuclty, They see no need f0 ravage the world infuryin a desperate 
bid to crush all before chem, only co fall overexrendediabd spent, a 


have donc in the past. Instead thiey horde their might slowhyandgp: 
from the Dark Lands the mineral wealth it contains in abuindanee, 
They venture forth foremost co harvest slaves bite alsa to punish aa 
those that would oppose them directly, and sundet any creacur® 

or force that might wax powerfuliin the Dark Lands beforeit eine 

become a threat. More rarely do they travel further afeld, moginiting 
expeditions into distane lands in search of strange plunder whose 

worth'they have seen in the fires of Hashur’ alfars, avenge some 

slight or merely to callously tese their weapons against the pawers 

of the world. As a result of this policy, to many the Chaos Dwarfs 

are at best a dark legend, until that is they have the misforcune to 

encounter the dreadful rrath for themselves, 


¢ 


The dominion of the Chaos Dwarfs is slowly expanding powen nt 
which has with grinding, calculated savagery carved itself realm 
from one of the most deadly lands conceivable and its masters ; 
dreams of conquest are things of brooding hatred afid bitrer : 
perseverance. They are content to see their plans unfold over the 
oirse of centuries, perhaps even millennia unéil one day all of 
the world lics a blasted plain in which the Caos Dwarfs Stand 
unopposed and alone, save for theit cowering slaves and the ashen 
bones ofthe dead. 


SLAVERY AND SLAUGHTER 
Even though their numbers have shown a slow but steady increase” _ 
down the long centuries in which they have carved their empire 
from the Dark Lands, the Chaos Dwarfs are still few, and are far 
‘ournumbered in their realm by those over who they claim dominion 
by virtue of might and cruelty — their slaves. The Chaos Diath 
consider all life other chan that of theis own kind vo havealue 

only as raw resource and fitting sacrifice, and to them theAuisele 

and sinew, and even the souls of those chat bow and sergpeata * 
gesture of their ion-shod hands and cringe before the stroke oftheir = 
stecl-barbed whips are no more than a commodity to be aniassed) 
exploited and spent. Without slaves Zharr-Naggeund would non 


have been built and ies yase industries could not be maintained;and 
even now.the need for frest-blood and laboutr only increases with 
cach passing year and the desolate empire always hngers for more. 


lEthe Chaos Dwarf grand and sepulchrat plans bow to any 
Pressire for speed in their execution, icis this increasing néed for 
fresh slaves chat is the cause. Should the levels of tivestock’ alter. © 
Shrough disaster or overuse, and are required athe commissioning 
of any gratid new design, the Chaos Dwarf warhost's gathered 
and a suitable target sclécted for despoil, while simultaneously 
iron-masked emissaties go out to the tribes of dark hearted men, 
Ogres and even Orcs to barter razored steel for lives. This in turn 
can trigger fresh assaults and ravages far beyond the Dark Lands to 
fect the Chabs Dwarfs silly and capeives taken in distant lands can 
eventually find their life8 end dridging in the slave pits of Zharrdak 
be slaughtered upon its bumaigaltars, 


Unfortunate iererches of many rates toil amid 
the poisoned aicand burning ash of Zhasrduk; 
and like the craftsmen they arethe GhaosDwarks 
prefer, when possible, ro seleevthe right wool foF ie 
right job = from mutilated Elves flayed and bled to provide 
mical unguents to fertered and broken Chaos beasts frat 


2 insyand this is not simply because 
they are native to the Dark Lands and its bordering mountains, but 


less stream of armour andateapons, dark devices and works of 
ts of their craft - bladestind steel whose quality till outmatches 
nd eastuizribto the Ogre Kingdoms in 

and 10 Nake wladtever strange desires the 
orld by their wx 


2 doing so the Chaos 


Dwarf 


‘design ana 


cnifted axes, gicious tabbing blades 
tall helmets, and bagey, metal-clad shields, 
ager than mere stéel ahd phenomenally resistant 

h firearms, from intricate Wheelock pistols to the het, bladed 
d weapon whose murderous fire is amplified when used 
neloped to combat the neat-limitless Orc and Goblin bordes 
in the lands around the Chaos Divatfs domain and bas become the terror of the greenskins in battle, able to blunt even their 
crushing charges and daughter scores of howling Goblins in a single; thunderous blast from the wsarritrs' ranks. 


and barbed w 


scale corselets of rune 


called blackshard arn 


in ranked fusillade ~is the most common and. 
that abos 


Ieis though for their war machines that the Chaos Dusarfs have become miost infamous and dreaded olbe battlefield. Unfecered by 
the usual Dwarf reliance on tradition and resistance te cha 


ig, they have combined their intellect and sophisticated understanding of, 
steam power and mechanisms with the hellish lore of Hashut to produce « nightmarish array of weapons. These range from cahnows that 
Sire lnurning gouts of magms, to steam-driven respers to fertress-shattcring mortars and colossal siege engines of gitering brass. The 
mast terrible of these war machines are bound with hungering dacmons in their brie; granting theme both sn wboly semblance ofife 
and unmatched killing power. The might and bloodlast ofthese hell forged artefacts cannot be denied and they are perilous cven to their 
masters should their occult bindings shake loose. As.a result of their unpredictability and the difficulty of their construction, bell-bound 
war engines are used and fashioned more sparingly than more conventional (although no less deadly) designs in the Chios Ducarf arsenal. 
) Such weapons are often ‘tested'in battle by 2 pact of alliance with the Chaos Warriors ofthe nortBy spac as it serves the Drath: Zharr’s> 


Prerpose, and it is not uncommon to sce small contingents of dreaded Chaos Duesarfuser machioses rinks of the war bands and, 
hordes of the Chaos Wastes, lending hem their immense destructive yowcer. 


THE BLACK ORCS Roa 
Certain arcane lore and blasphemous bistoriegstate, 


also because they are hardy creatures who will often last the longest 
in the noxious fumes and murderous conditions under which they 
ate made to labour. Of these, the Hobgoblins have a unique and 
favoured place — as much asa slave might be favoured bysuch 
cruel and callous masters, Perhaps the most discrusted, 
above all treacherous of Goblin kind, the Chaos Dwarfsseldom 
reduce the Hobgoblins ro base toil bar rather employ them as slave- 
i ‘overscers, lackeys and even as troops, providing utterly disposable 
feinforcements for their own forces, enabling a larger enemy army 
to be weakened without cost in Chaos Disa lives before they 
themselves move in for the kill. Hated by the other gréenskins who 
Would happily murder them if they could, the Hobgoblins of the 
Dark Lands have come to rely on the Chaos Dwarfs for patronage 
and protection. While they are so treachcrously cager to betray each 
other Foradvancement: they are quite incapable of fomenting any 
‘cohesive rebellion against their brutal masters as the 
trust each other! Making them in some ways the per 


jous and 


‘annoteven 
slaves. 


Hiamans roo have their place among the slayes of the Chaos Dwarfs, 
PS as ticy areadaprable and quickswitted if hough less durable than 
$9) etnskins and considerably more unpredictable. Asdo Ogres, who 
arevalued for their raw power but always present a danger as their 
Bie) Pomitive, violencspirits can never be fully broken. Skaven are never 
BE Bletalivcunless to be worked almost immediately to death or used 
‘a8palcry'mass sacrifices, as they are simply too devious and the Chaos 
Dyyarfs haveleamed from bitter experience that any group taken 
mighe well coRcéaluntold spies, saboceurs and even deliberately 
infected plague carriers placed in their midst. But ofall the races to 
PA fallinio the hands ofthe masters of Zhar-Naggrund, the darkest 
1p fate awaits their kin,the Dwarfs of the West, The fruits of the bitter 
‘nalice of long, brooding millennia are reserved for the Dwari, and of 
all sacrifices to Hashutgnorie are more favoured than those loyal to 
ee thetreacherous Ancestor Gods. 


Mgr he 
-THEBLACK FORTRESS 
Guardian oft South-castern reaches of the Chaos Dwarf realm, 

c ds ava, jagged citadel stained black by the 

Sines ¥ pliteau on which it sits. Along with the 
Tower of Gorgoth, ic vies for prominence and power as the second 
‘most important fortress-citalel of the Chaos Dwarfs beyond their 
fe ior eas Plain, But while the Tower of Gorgoth 
FS 3 


- Wastes and stands as a bulwark againse frequent invasions of Ogre 


Ai 
‘mew Or 


in their dave stoch, were also far too independently minded to make 
of purpose comparedtto common Orcs was itself a dire cance fon eaitaey 
‘Black Ores’ began 


and even organise other Greenskint inte 


‘exists to stand watch over'a slew oF deep mihes and caverné dies 
Purpose of the Black Fortiessis as a purely military ourpottjanid 

is headquarters for she Kegion of Azgorh. The legion/isa milghtyl 
standing army which ranges across the desolation of the soutien ip 
Dark Lands, escorts the far-flung slave caravans through the Howling 


‘Ores and worse from the cast: Even among their own kindpthel 
‘warriors of the Black Fortress are renowned for their brucaliey and 
warlike nature, and far removed as it is from Zhare-Naggrand and 

the favour ofthe great temple itis often a place acernal efil2 fat = 5 
those who have suffered in the savage politics of the‘empire: THESE 
hellish caverns deep beneath the Black Fortresgare also homego. Pa 
the Infernal Guard ~ a cule of disgraced wartiorsenslaved teithe 
master of the Black Fortress who must redeent themselves in the 
yes of Hashur and the Dhrath-Zharr or die in thelftéenipe Foe 
spany centuries the lord of the Black Fortress andgommajiderof 3 
the Legion has been the Sorcerer-Prophet Drazhoathithe Ashen, 
bitter rival of Lord Astragoth, feared and respected im@qual wieaflire 

by the Chaos Dwarfs bound to his service asa'ruthless general and 
powerful wielder of Hashur's sacred fire 


kd 


Fighting games of Warhammer with the Chaos Dwarfs 
Chaos Dwarfs can be used by incorporating their units 
into your existing Warriors of Chaos army, or by using 
them as Contingent Forces in a Chaos Great Host army", 
(see page 142) or as allies in a Grand Battle (see page 132¢ 
‘onwards of the Warhammer rulebook), * & 


The Bestiary section that follows and the Legion of 
Azgoth army list (see page 186 of this book) contains 


all the profiles special rules and entries to enable, 

to do this, and in particular the Legion of Azgorh a 

list makes note of which particular units can be direéuly 
incorporated into a Warriors of Chaos army, and how 
this is achieved. 


Each Chaos Dwarf, in add 


also a highly trained and disc 


years of battle exp. 


only by their cruel d 


oppose them and gri 
Chaos Dw: 


Chaos Dwarf Sorcerers body and soul 


and each and & 


Chaos Dwarfs are an ui 
fr 
and jagged scales, cre 


ted in 


resque figure 
d wi 
tongue spiked coronas or sh 
bloody, and their dis 


and filled with mal 


their foes, and the 
of their western Dwarf 
than the bloody 
flesh-shredding volley of 


Th 
Dwarfs. Their warriors ar 
achieve this g 

ofthe Dark Lan 

for eonanest. War bands andexpedit 
Chads Daarts will ofte 


acquisition of slave 


ravel hundreds of miles in 


: ie Worlds Edge Mountains that 
ie ulterareyebiected zn chelr wrath, rcalms as far as 


Le Ch 1G 


Ss Dwarfs 


k 


che more successful i is judged, and the greater pres 
orded, not only on the raid’ leaders but wreath 
in measure to their Station. Only by stich vile 
cdvancement be gained and ambition satiated 


M WS BS S 
arfCrewman 3 4 3 3 
3.4 395 


warfs fight with grim malice and determination, and ate 
tant to abandon their positions on the battlefield, Alll Chaos 
f fice and pursue 2D6-1" rather chan the usual 


his penalty docs not apply to their charge distance 


implacable and relentless when on the attack, and 
f the ability of anyone or anything to stop them. Chaos 
eed to take a Leadership test in orderto march when 


units are within 8 


Contempt 
‘Chaos Dwarfs despise all other forms of life and sce them as nothing 

han contemptible fodder to be exploited and disposed of as 
needed: They expect their ‘lessers’ to show cowardice and weakness 
le and be restrained only through fear. 


Asa result Chaos Dwarf and Bull Centaur units are not subject 
to Panic tests caused by friendly units which are destroyed or fail 
a Break test within 6" of them, unless the unit that is destroyed or 
broken is itself a Chaos Dwarf or Bull Centaur unit. 


Characters with'the Contempt cule may not join units otherthan 
those who are also subject ea this rule as well as any other normal 


restriction’ 


Hailshot Blunderbuss 


Range Strength Special Rules 
Hailshor 12" 3 Armour Piercing, 
Multiple shots (D3)*, 
y Hhilshot 


*Rolnce for the witt ancl multiply the result by the numberof models 
‘foting fagletermine the number of hits caused, 


Hailshot: Qing to the storm of fire a mass of these weapons create, 
their effectivenggs increases the more concentrated theic fire. 
Hiilshor Blanderbugges are not subject to the usual penalties for 
firing mulriple shors.® 


se As long as gi brmorc models from a unit are fring at once atthe 


same target, they suffer no penalties for firing at long range or asa 
srand & shoot charge reag 


y 
f 
f 
; 
y 
/ 


eas 


- 


The Infernal Guard 


Among the Chaos Dwarfs of the Black Foreress a warrior-cult has 
long flourished. The Infernal Guard as itis known has the sworn 
task of defending che titadel to the death from any that would 
agsail it, and to carry out the will:of the Lord of the Black Fortress 
Jwithouequestion, The Infernal Guard’ ranks ar€ made up from 
Chaos Dwarfs es whom some s 


in of dishonour or failure has 


been attached, an occurrence which in dicir unforgiving society 
ean tesule from merely being close kin to a failed battle commander, 
knowing defeat indir the eyes of a Sorcerer, presiding over shaves 
who have revolted.or a furnace that has exploded through overuse 
The humiliation oF such dishonour is more than the prideful Chaos 
Dwarfs can beat and for chem the Infernal Guard offer the solace 


Sofuleath in Hashur’s grace and also anonymity, as pon taking its 
ath theinmames and past kinships are shorn away and theie faces are 
nrasks. Only if 
a ig the scarred 
and ravaged Aesh of the redeemed warrior once again to the world 


seared and'shut underneath red-hot iron and bronze 


xpos 


The Infernal Guard are drilled ceasclessly by their cruel Castellans, 
and barracked in the neath the Black Fo: 
lots to fi inst the horrors th 
in the desolate wastes nearby — a regimen that only the 
survive. The 


nongst this warrior elite will be selected 


to join the Infernal Ironsworn — the personal bodyguasd.of the 
Soyenant of Sorcerer-prophers that make up the rulingechélon of 


the Legion of Azgorh 


M WS BS S|) TW Id 
Infernal S43 F “Seen 7. 
Infernal Ironsworn esi ae a 9 
Deathmask Mase Soe 4 9 
Castellan Ue Sah ae ales 9 


Troop Type: Infantry 


SPECIAL RULES 
Resolute; Relentless, Contempt (sce page 168) and Stubborn 
Castellan only (see the Warhammer rulebook) 


Blackshard Armour 

Rightly are the Chaos Dwarfs knownas the armourers of the Dark 
Powers, and their creations are made not simply from iron and 
fire, but blood, s6uls and the hell-stuff of Chaos itself. Much Tike 
the Chaos. armour the Daemonsmiths bartehiwith the warrior 
champions of the north in return for slaves, 
treasures, the Blackshiard armour 
they forge fortheir own. use is proof 
against the strongest Blows in 
battle; bats also uniquely 
resistaneto fir’afd heatand 

So suited baeticllisie 
environsdfiehe temple 

of Hash 


hammers, 


Blackshard armour confers a 4+ Armour saye and in addition a 
5+ Ward save against flaming attacks, Chaos Dwarf Sorcerersand 
Dacmonsmiths may also wear it and still be counted as Wizards: 


Fireglaive / 
A weapon both cunning 


nd brutal, che Fireglaive is a compact, 
heavily constructed repeating y theweapon allo 
incorporates a single-edged chopping blade allowing itt be wielded 
in close combat by a skilled fighter, much like halberd, Fiteglatvas 
are complex to make, their mechamisms fae beyond the ififeOParaae 
itate and are difficult weapons puastet) Aa 
result, their usc is largely limited to the elice and the Dietnonsiiiche 
that fashion chem. : tor p 


andgun. Uns 


6f humankind t 


Range Strength 
Fireglaive 18" i 
(Ranged) 


+1 
‘Close Combat 


Ensofcelled Hand Weapons( Infe 
The Ink 
of their dark:realm forged i 


go into barrle with che fire 


into the very fabrieof eer naae 


riven in smould 


Ensorcelled hand weapon: 


bearer’s strength 


combination with a shields normal, 


ver th 
iron-fisted malice, bi 


ery of forge-crafe, weapon m 


fed to them by Hashur. Combined ¢ 


a welt of por 


* 7) Tevwas the Chaos Dwarf Sorcerers 
| Hell: Workers, who led their peop 


igthe Time of Woe and 
: sot Zh 


the great obsidian and basale cc 
Riba sdk in cove 
«Lands, to the steam-hi 


S ANA. 


vnumber, with perhaps no more than 
ifrace capable of 


ful combination of science and sorcery: 


ce hierarchy or tie lead although form 


«sand ranks of fealty and loyalty 
at is Hashur’s Dacmonsmith 
» their own right, controllir 
clfor onc of the outer citadels, 
ongholds, slaves: 
strongest voice 
sful, as well as to those 
cand knowledge are 
ofthe 


ccakness, 


P 

unquenchable. Worse is the 

thar lays heavy upon them, as the 
ceps into their bo 
seeps into their bodies, 


ig changes in them that are 


1€ Most cautious and 
adept of them are not 
immune, although 
for the desperate 


Rebate ome hit hr 


ash and choking smoke: 
in the heals of their followers. 


of war ind may lend their skills to 


h dacmon-bound blades and ensorcelled 
‘weipons. Eachihowever must display great caution when they wield 
their oceule power, Fot Each spell they wield could alsobbe their ase: 


US ah MWS BSS Tr WoT A 1a 
‘Sorcerer firopher S550 4. 9 8 Mae oI 
Dacmonsmith 34 4 4 4 22 eg 


SPECIAL RULES 


© D6» Ability 
Resolute, Relentless and Contempe (sce page 168), 1 Spell-Wrought: +1 to the Dichons: 

E attempts. s ; 
Dacmonsmith 2 Furnace Blast: Once per game the weapon may tifleash. sa4 
‘Chaos Dwarfs with the Dacmonsmith rule are Immune to 2 Strengdh 3 Flaming Attack Breach ‘Weapon as the: 

Psychology, and also have both the Infernal Engincer and Sorcerer's Dacmonsmith shooting atack. i 
Curse special rules. : 3. Malignant: The Dacmonsmith becomes subject 0 
: Brernal Hatred. & * ae 
Infernal 4 & Life Bane: ‘The weapon has the Multiple Wounds (D3) 
 Arniodel with chis rule, ic is within 3° ‘of onc of their army's war Special rule. ; 
© machines. and nor mounted on a monster, is allowed to tike a “Look 5 —. Dweomer Leach: +1 ro the Dacmonsmnith+ dispefling= 
OurSir!*roll as ifchey were within a unit of five or more models. tn attempts. é “ 
addition; one wat machine thatiswithin 3" of an Infernal Engincee 6 Possessed: The weapon wounds on a 2-Sregandless of 
may reroll one Seatter dice or one Artillery dice per turn. Ifthe 3¢ the targets Toughness, however ifa'I'is rolled on the 
Infernal Enginecr uses this re-rall ability, hey cannot shoot with ‘To Wound dice, a further wound és inflicted on the 
pp hat own misile weapon ip che same Shooting phase (but they may Dacmonsmith instead. Normal armoué saves and Ward 
si) stilluse magic normally)” 3 saves may flot be taken against chis self-inflicted harm, ¢ 
Sor Curse % ‘The Blood of Hashur ; 


Greerers of the Chaos Dwarfs pay a terrible price for their 
sbe they Hellsmith or 


The so-called "Blood of Hashur’is a 
saturated with daemonic magic that ignites metal on coneage 


bursting ic into molten lame. Although precious beyond meregold, 
the favoured of the Dark God sometimes carry a vial of chis fi 


into combat to the devastation of themost heavily’armoured foe, 


Powerful alchemical substance 


tapped, screaming silencly within a 


Each vial of the Blood of Hashut is a: 


ile body. 
. in close combat in liew ofall the model's nofaialartacks (9 that tab 
Chaos Dwarf with thisspecial rule suffers a Miscast tes used to rargeta single model in base contact (in theeastofa, 


me, alter resolvingthe effects of the Miscast on them Fidden mount cither rider or mount must be selected) The attache 
bes ini sTovghiness tek Ifthisis failed they suffer workson 24. Ire isrolled, the Blood of Hashutis wasted. . «aay 
diti which mity not be prevented in any way x ey 
Mard ay WMoWeNer the firserime they sufferawound Ifthe atcack is successful, chen D6 automatic hits are inflicted oft 
hater, a@bonus of +1 Toughness for the rest the target. The To Wound score of these hits is always equal to the = 
iSubsequent failures simply cause unmodified armour save of the target, For example, amodel with, 
d instead. heavy armour and a shield (for a combined 44 save), iswounded 
on a4+and so on. However a roll of 1 always fails. Nore chat this” 
means chat a model with a 1+ save is only ever woundedton a 24, 
No armour saves are permitted against the Blood of Hashuelnd the 
damage caused is counted a8 being from both a ‘magic weapotianda > 
Flaming Attack. . 


single use item that ean be used 


© For morethan a thousand years, che dark, burning spire of the 
BLEEK Foreress has stood sentinel over the crossing place of the River 
PRain at the southern edge of che Mountains of Mourn and guarded 
=the border of the Chaos Dwarf empire of ash and suffering. It is 
Janightmarish place of soor, blackened iron and jagged rock, and 
magma tuns through it like lifeblood. For centuries the 
© master ofthis dark demesne and the warriors and slaves that inhabit 
ithas been Drazhoath the Ashen, a twisted, power-hungry creature 
and potent sorcerer. Drazhoath was first sent to the Black Fortress 
in effective exile afer losing favour in the brutal politics of Zharr- 
Naggrund as a minor hell smith but has since risen to become its 
Jord through his innate cunning and bitter, ruthless ambition. 


In battle Drazhoath is both a mighty sorcerer and an able warrior 
tho leads his war hosts from the fore mounted upon the Great 
“Taurus, Cinderbreath, bringing fire and ruin down upon the enemy. 


{ Drazhoath’s power has grown over the decades, and there are few 

Sorcerers now in the service of Hashut who can match him in 
arcane might or knowledge in the creation of war machines and 
darmon-binding. He also has undisputed mastery of the Legion of 
Azgorh ~2 potent army of Chaos Dwarfs and Hobgoblin slave- 
soldiers based ar the Black Fortress whose duty it is to raid across 
the river and patrol the savage wastes of the southern Dark Lands 
to maineain the Chaos Dwarfs’ tentative dominion over the deadly, 
monster-plagued expanse, Buc for all his powerand the forces at his 
command, Drazhoath is ll too keenly aware that he has reached an 
impasse and his black-hearted ambition can take him no further, 
for the Black Forttess is many leagues away from the centre of the 
Chaos Dwarf empire at Zharr-Naggrund and isill-regarded. The 
voice of this lord of exiles carries little weight with the grear conclave 
‘of Hashut’s priesthood, and in particular none with Astragoth 
Ironhand, the oldest and most pawerful living Sorcerer of Zhiarr- 
Naggrund, and the’master who sent Drazhoath into internal exile 
Jong ago. Astragoth is ancient beyond measure though, and ar last 
his powers have begun to wane. He is kept mobile only by sorcerous 
mechanisms of his own dark design, and so Drazhoath'’s dreams of 
A.riumphane recarn to Zhair-Naggrund are slowly kindled in his 
spiteful breast. Drazhoath needs above all a great victory to seal his 
prominence for when Astragoth finally falls, and a great flow of fresh 
€aptives and plunder into the coffers of the Chaos Dwarf empire 
would go far to expand his influence beyond his own blighted 

# domain. This however is not proving to be such ai casy ambition for 
Drizhoith to achieve, thanks to the enemies which continually beset 
the Black Fortress (which are afterall its reasors for existing) and he 
has been left wanting. 


Fortress of a monstrous 
before it, Drazhoath consul 
sacrificia] alears for what they) 
dire peril and opporcunity in th 
with the malefic iment that so 
he drew his plans accordingly. 


| Drazhoath: 
Ginderbreath 


‘Troop Type: 


Drazhoath (Infantry, Special Character), 
Cinderbreath (Monster) 


SPECIAL RULES 
Resolute, Relentless, Contempt and Daemonsmith 


Dark Renown Se 
All Chaos Dwarf units (indluding Drazhoath himself) add +1 to 
their combat resolution results when within 12" of him, 


MAGIC ITEMS F 
Hellshard Amulet (Talisman) 5 

The dark product of Drachoath’s own labours in diabolicerafismanshipe 
the icy hate of bis malice is caughtrand amplified a thous. {fold within 
its black crystal depths and unleashed ow-any who would dare pill his im 
blood. 1 ein ie 


the wound. 


Daemonspite Crucible (Arcane Item)@@ 
Forged fromi meteoriciron and blighted gold, quenched 
blood and bound with layer upon layer of 
Daemonspite Crucible is said to have been the har 
Chaos Dwarf sorcerer Azgorh bimaself 


This bow! adds +1 to the bearer’ casting a 
Drazhoath or Cinderbreath kills an-enemy 
their soul-stuff is consumed by the Crucible. 

to +2, Additional slain Wizandsdo not increase’ 


“The Graven Scepeee (Magie Weapon) 
A badge of rank carried by the lords of the Bl 
mace carries the runic names of the mastey 
‘founding, bound ap wit the blip 


beasts far largerthan either and filled with cannibalistic ap 
Many centuries ago, during the Time of Chaos, a fractior 
mnslaught beeame he 
BAS, Dysticjeecr at he wai 
utterly by the awfal enérgies to w 
the first Bull Centaurs were barn 
asshock troops and rempl. 


ahandful of newb 
death of che 
immediac 


ite 


pr 


apinber of the slave-sacrifices bo: 


oceupied with 


will actually 
\¢ Bull Centiirs holy fea 
mon fare for the Chao 


Bull 


d screaming. 


Bill Cegqsar Render 
Bull CentideBthal 74 4 30355 Ve 


Bull Centar Twwe'ruk “7 9,2 5 er ae mt) 


Troop Type: Monstrous Beasry. 


PECIAL RULES 
‘Contempt (sec page 168), Fearland Sealy Skin (5+) (see the 
farhamimit rulebook), 


oF infin and 
nd are replete with terrifying weapons that only the febrile 
nihgs of madman could conceive of = lec alone be able vo 
side these stand a hose of more conventional arms 
fs fashioned vo cxacting Specifications of pawer 
asonlya Dwarf could make them. The war machines 
the Chis Deaf run the gamut from simple armoured siege 
oma and bolethiowers, through co mighty black powder 
Raps ea Not content with these ordinary 
SP ecpons ches are seco creating shoulder fred rocker ob, 

{soteric horrbts of the co 


ightmarishly powerful engines of war that the Chaos 
‘ightly feared. 


section focuses on but a few of these war niachines, 
h there are'yet a bewildering variety of others lot described 
shown form the greater part of the mobilesiege train 


He following Special rules may be applied to the Chaos Dwarf war 
[here. Costs and options for changing their nature 
Btn be found in desail in the Legion of Azgorh army 
193- Other than the rules presented here, these war 

enform to the normal rules for theic rype 2s found in the 


iwar machines maybe upgraded to be mounted on steam 
Mhissearetlaborate métal gantries fixed upon wheeled 
Iwhich allow them to be rowed inca batele by the steam driven 
Daemon. Howeverifthis is don, then while attached to the 
41 *.: 


L 2 thehotcling destruction oft 
spreerersand warlocks of ether side that 
ic laid waste to both armies. Daemon. 

1E! 


Chas “Dovurf War Mackdnn ca 


‘The arsenals of Zharr- 


~ Wounds characteristics both increased by 1. All attacks anid damage 


¢ Pg 
Yon Daemon they may noc move under their own p 

the gaimic, except to pivot on the spot (this may’ aca 
turning the Weapon on its mounting depending on the 
machines mounted on steam caefiages always coun 

‘cover against Shooting attacks, and their erews fighting: 
defended obstacle (ic, awall) when ateacked, See the 
‘rulebook for more detail. ¢ a7, 


Hellbound 3 i 
Although a touch of the dark powers of Chiaos enters to all a 
the works of the Chaos Dwaels some war machind#havehllish, r 
devouring entities and daemons of fury and destruction bound to 
their every frame and bolt, efpating a truly possessed machine event 
more blood-thirsty than its creators and dificult to dest The 
most ettreme examples of these aredevicessucffas tHEinFUMOUS. = 
Hellcannon, fuelled by Alesh and souls and speyeing destedctive blasts” 
of arcane energy. they are unique entities whole resehicfoug power” 
an prove almost as dangerous to their masters a¢the enemy. There © 
‘xt othe ese, infernal devices ahd examples ofdaemonicpowee |» = 
Sugmenting more conventional war ilachine désignsand. engines, 
Thesc‘are known collectively as thé Helibound- 


ae 


Hellbound war machines cause ear asd have their Toughness and 


saused by the machine'are now lassed as magical artagksJAlsoy ig 
whenever.a Misfire is rolled for the machine, in addition tothe tual 
effects rolled, D3 woundsare automatically inflicted on the crew 
(or on the machine itselfin the case of an Iron Datmon), a8 thé dark Ie 
forces within rebel against their binding. . eS 


cir most powerful devices 
direct such a weapon, 


arf sich calamity 
rather than chance volatility 
ther, or indeed sought to 


The Trim 


VILE ¥ 


AV SUGINE 


The Chaos Dwarfs possess a mastery of steam techne 


igns to see widespread service within the 
art empire is the Iron Daemon, a compact, armofifed 
iven traction engine. Thessteam boiler that provide 
chines with motive powerto haul heavyaéinaments and 
rc ‘munitions to the barlefeld are cunningly designed so char theyean 
iso be used ro work pressure-fed weapons such as cinnonades and 
breakers. This means thatevery Iron Diaemon is also a powerful 


ar machine in its own right — a fully mobile artillery piece of 


Surpasses that of the engineers of the Empire. Theirs 
devices are used first 
Scar the ash-strewn Plain of Zha: 
the th beneath it like worms in rotting 


great cunnelli 


let 


gand crushing machi 


blood of the slaves that toil to feed ther 
machines ham 


and roar ni 


d 


ng engine able to smash through fortificationSand 
k down ranks of living soldiers with equal ease: 


ich soon perish 
and in places where sl 
Dy 


ugh the Chaos Dwarfs are skilful and determined: artisans, 
ies are not yet so sophisticated 2s to be completely reliable 
rate in theanarchic field of bardle. 


sf Zharr 


¢ and steam rachér o 


beforéthese engings we: 


met with great success in implementing the 
and versatile engines within the forces of the 
n Tamurkhan’s horde descended from the east 


‘bebitid these e 


rmance in traversing the hostile 
In particular 


as keen to see 
vaunted war machineshe knew the Empire 


Id not be disappointed. 


ie including its Chaos Dwarf crew, is considered t0 
f model which should be treated asa Chariot 
nd wounds ie 


fron Dacmon as a whole. The 


servants of Hashos 


own: 


ules apply. Any hits a 


re all directed aga 


cs for the crew have been included as they have Separate 


‘Troop Type: Unique unit. 


3 weapo 


ng Pere 
> k Y 
‘Steam carriages may nob fe 


2 straight line and may not rurn or y ‘ 
‘50. Ifa double I is rolled. then somet ing has gone ‘Steam Cannonade pe 
'Dacmon does not move at allthis turn. «§ Powered by the channelled py 
*, R - steam cannonade is 4 ewin cannon used v 
before. ted-hor shrapnel and curse-laden shor into 
ammount i rolled, and if failed (ic;the distance This weapon may only be fired ar asargce directly 
is insufficient to reach the target init), simply Dacmon, and uses the following profile: » 


Trop Dacrhon forw: fed distance jpitead, x 
= Pea rad che rolled distance instead 4 
“Vfthe otal movement would bring the Iron Daemon into contact Cannonade oo 
h 2 unit unintentionally (ie, not as the result ofa declared ~ Multiple Wounds (D3)s 
:) roll for impact hits as normal. The Iron Dacméindocs not = ; 7 
as charging if the unit is an enemy, and its ‘enemy gains the a 4 target as per the otherinormal rules of shoo arid £0 
Iyvays Sertkes First rule against it for the first rum of combat ow. ing 4 lery-dice, picking the better result to determine how aly 
he confusion on board. Ifby some error ic strikes a friend, unit, are fred; this means the weapon will only niet a ‘do 
the impact hits and then move the Iron Daemon back 1” rolled. Assuming a Misfire does not occur) rel ¢ 
fter the collision. “with a number of shors equal to the highest iii 


5 > two dice. a SE 
n each round of an on-going combat after the first, the Iron s 
pon may make 2 Thunderstomp artack exactly like a monster to Ifa Misfire docs result, use che Black Powder Mi 
it grinding over its victims with its bulleand power. 113 of the Warhammer rulebook) to determine th 
x esult is rolled, the cannonade is des 
S cannot overrun or pursu¢ in combat if th Serb the Iron Daemon it is mo 
iene we of any kind possible. 


° * * Skullcracker 
or comparably flimsy obstacles such as walls, hedges, light Designed for crushing fortifications and walls, the S 
sshacks, privies and piles of rtbble have little chance of 2 hissing and grinding arcane-mechanical conglomeration 6 
an Iron Daemort,and all such obstacles c heigl hammers, hacking blades and brual picks designed'to literally 
‘Iron Daemon's wheels) are ignored for movement pba ___-pulverise and shred anything unforeufare to be caught in 
‘Daemon (this is a change to the usual rules concers machine. When conducting its impact hits or Thund 
lines and terrain). Furthermore, if a suitably sized chunk an Iron Daemon equipped with a Skullerackeeimay roll 2p 
‘of tefrain can be removed from the batdleficld affer the of the usual Dé when rolling ts number oF hie. ; 
mon crashes through'it, do so! All forms of marsh and ; fe: 
sa ee are sill treated as impassable by the 
ich is siiply too heavy to cross them with@it si 
‘helplessly mired. 


A fiendish weapon first conceived of for use againse the r 


Mrolls and other unwholesome and b 


to Spew molten metal and fire upon its viet 
tiem to death, "The Magma Cannon has seen 
the Sibject of considerable modification and 
a 


burgather the product of an indiv 


10s Dwarf Daemonsmith en; 
pressurised steam-boilers to 


glass shells in which m 
Until its shell is shattered. 


Regarded as one of the trae works 


neophyte Sorcerer-engineer: 


deadly Magma Cannons of ig 
asa result of such experimentation — cither over 
fines, dissolved by acrid va 
} yolatile mixtures have exploded unex; 
in the priesthood of Hashut, thi: 


red in the s 


ours, or blown 


failure is noc ti 


Paeder Misfire « 


non is a relatively short-faiged but potentially 
g weapon, able vo incinerate packed bodies ofenemy 
n clear defended positions int closelassaults 


Troop Type: War Machine. 


RICE 
Resolute, Relentless and Contempt 
Range Strength _ Special Rules 


Magma Cannon 24" 5 Flaming Attacks, Maliple 
Wounds (D3) 


Firing the Magma Cannon 
The: 


cannon a 


Cannon is fired using 


al procedure for firinga 
ebook, except that instead 
cardrop-shaped 
herethe shot landed and 
he direction of fire. 


rovided in the H 


of rollir 


fo ‘Bounce’ the 


cemplate 
the wid: 


ith the narrow er 


nd placed st 


A Misfire re aris the weapon doesnot fire:Roll on the Black 


to determine what happens nett 


The Chaos Dwatfs utilise a number of different types of gunpowder: 
. driven rocket weapons, anging from shoulderfred chain-dragging 
: harpoons used to bind and bring down Lava Trols in the magma 
4, °F caverns deep bencath the mountaiis, to massive warheads launched 
1, oh pllats offre to break enemy fortifications. The Deathshricker i 
Sn€ of the more diabolic examples of these weapons, as bound up 
‘within its munitions are howling, malevolent fire-spirits harvested. 
from the cinders of Hashurs sacrificial altars, and it isthe hellish 


shrieking of theselspirits when loosed that gives the weapon its name. 


The packed mulkiple warheads of the Deathshrieker detonate in the 
Ait above the battlefield in a storm of fire — fire which hisits own 
femrible hunger for life upon which to visi its couch. Sereaming, 

~ fanged tendrils of fame plunge downwards from the blast and 
‘expend their strength actively seeking out victims. The tormented 
Spirits atcfar from discerning though as to whose lsh they burn, 

$ 2nd the Chaos Dwarfs must be cautious lest their own suffer from 
the wrathful weapon. 


In addition to she hellish Deathshricker rockers the Jatichers they 
: lise are also able to fire more conventional demolition rockets if 
4 needs be. These use densely packed explosive rocket heads with 
: delayed fuses in a strengchened iron tube co channel che blast against 
3 single point. The rocket mounts a crown of spikes thatrive the 
rocker into a vertical wall and hold ic chere whilst itexplodes. In this 
Fashion the rocket can punch through even very dense stoneand can 
make terrible mess of any large creacure thar gets in its way too. 


MWSBS Ss T W IA ld 
Rocket Barecry eRe 7-13. | | 
‘Chaos Dwarf 3 Bras (ood. a2?) 159 >] 
J 
‘Troop Type: War Machine. 
DY SPECIAL RULES - 
Resolute, Relentless and Contempe 


Strengdh Special Rules 
3 Infernal Incendiaries* 


Multiple Wounds (D6) 


Deathshricker Rocket Lanncher 


" Resolving Damage (Deathshricker Rockets Only), 


Firing the Deathshricker: To fire the De 

counter or similar marker (no more than 1" across) and plage 
icanywhere completely within the-war machine's Ii q 
outside ofthe Deathshrickers minimum range andi 


maximum rafge. 


“This target point cannot be placed over friendly unig or 
moigls from a unic thar is engaged in combar with in 
‘The weapon may however strike friendly targets by mistake 


as shown later. 


‘Once the marker has been placed, roll for scatter ust 
dice and an Ariillery dice, If@ Misfire is rolled on the Arg 
dice, something has gone dreadfully amiss. Roll on the Black 
Powder Misfire chare- sce the Warhwnmer rulebooks 
lf chere is no misfire, nd a ‘hie’ is rolled of the Scatter dice, chee > 
rocket lands on its intended target and the number on the Aerillery 
dice is ignored. Ifan arrow is rolled, the shbt has scatected off! 
elsewhere. This is carried our as normal for a war machines ig 
sumuriation, move the targee marker a distance in inches equal 
to the result on che Artillery dice inthe direction'shown off the 
Scatter dice. 

3 ys 


The malevolent ammunition of the Deathshricker means that't 
operates somewhat differently toa normal war machine. IF the 
target marker is directly in contact with a unit or'model after'the 
shor has been resolved, place the large (5") template over the 
target marker and resolve a hit against any model touched byt. 


Ifthe target marker is not in contact with a unit, roll another 

Anrillery dice. Fa Misfire is rolled, the rockets explode harmlesaly 

in the air, the spirits seream and the shot is wasted, Ifa pumber is 

rolled, the target marker is moved towards the nearest unit (friend 
distance equal to the number rolled on thedlice, and the 

smaller 3° remplate is placed where the target marker lands, Any 

model touched by the template is hit. Nore this later effect may 

result in a nearby unir being ‘overshot’ if high number is rolled. 


In the case that the initial shot misses and two or more unite are 
cligible for che direction of the rockers secondary rarget (being the 
same distance away from the target point), che firing player may 
choose which is targeted. 


Infernal Incendiaries 
The hits caused by this weapon have the Flaming Areacks special 


rule, and any unic which suffers casualties must take a Panie testif 
they are eligible. 


Demolition Rockets 

Deathshrieker launchers may be used to fire special demolition, 
rockers instead of their normal loads. These rockets inflict thet 
damage on a single model on which they land, rather than explode 
in the air like the Deathshricker and are nor subject toe Special 


scatter rule. Ifthe rocket fails to land directly on model) then th 
eae 


shot is wasted. 


are of a secret construgtion whose arcana ig 
os Dwarf Sorcerer Lords and prophets of 
the Dreadquake they burse into a roaring! 
ney strike they explode, shattering 
ing into the ground like a hammer-blow 
on cnergy from the wounded earth, 
petal spheres and are so heavy and 


nonly forms part of the machine's crew 
peed up the loading 


all che mighty sic 


rank alongside other such 


fend the earth and smash thr 


they were kindling. The Dreadqu: 


: eam pressure that is g 


presstire vessel — convention 


iven the volatility of the Dreada 


AS a consequence it rakes quite a while fort 


shot 


er M WS.BS § 
infancry, i 
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Troop Type: War Ma 


Quake! 


All models in a un 


Resolute, Relent Contempt 


fering casualties from a Dreadquake Morar 
turn must pass a test exactly. if they vere mo 

sous Tertain ifthey wish wo mave (including charging 
acters leaving the unit, etc) or ase Move of Fire 

their next rum, War machines are treated as Chariorsin 


Special Rules 
Mi Wounds (D6), 


Piercing, Quake', 


SlowReload this respect. 


Slow Reload : 
The shells used by thie Dreadquake Mortar are huge, temperamental 
and cumbersome, making the weapon slow 19 reload. Unless SBe 
Ogre is present asa part of the war machine's crewyafter the Mortar, 
has fired once, you must roll 3+ on a D6 whenever you wisiti! 

in. If this roll is failéd, you may: not fire this tum but maylhine 
again normally next turn! 


ir 
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Hiboobl ins 


Vilest and most treacherous ofall the Goblin and 
bgoblins are filler and leaner than ordinary Goblins, 
‘hear as burly and brutal as Ores. In fact, their whole 


'is emaciated and vicious ~ with narrow. eyes and sneering 


uuths full of pointed rceth thar smilemoon-wide in an idiotic 
5 fin atthe merest stiggestion Of sadistic violence in the offing. The 
}) Ghiaos Dwarfs long ago realised the Hobgoblins were a servile, 
1 | sbiven, malevolent and generally despised race, and so adopted 
7 the Hobgoblins of the Dark Lands as eminently suitable lackeys 
5 > and disposable minions — in particular as slave masters, overseers, 
Meibue-collectors, and even when pressed, as warriors. Hobgoblins 
Fe universally loathed by other greenskins, and-only their relentless, 
Svitchy Vigilance and the protective shadow of their masters stops 
PP the other Orc and Goblin slaves from tearing them apart. 

P Whilst far from the best troops — in fact generally varying wildly 
between feyerish violence and debased cowardice, they are too 
wealewilled and untrusting even of cach other to mount any kind 
OF cohesive rebellion and are$o hated by other races their loyalty is 
assured — after a fashionThe Dwarfs of Bharr don't make much of 
ani eff €6¢quip their Hobgoblin troops on the basis that they are 
Tixtleiniont than Wattle fodder, and can be relied on to largely look 

e gion Other words pilferloorfroimche battlefield and 
FP other): Hobgoblins, given thechoice, which they rarely have, 
ip Mivour razor-sharp cuit yed blades all che better to stab their foes in 
7 the Back with and! watch the blood flow, but if’ pressed into direct 

phadilertheypreterwhencver possible co fight from a distance using 
gn thetrto Pounce on an unwary or crippled foe 


Espitatul infighting and backstabbing within the 
fins Will throw up a particularly successful and 
wall risexo prominence and style themselves ‘Khan’ 
the wilder nomadic Hobgoblin wolf-clans of the Eastern 
Biking killers can prove useful for marshalling their 
lild they prove too successful and are seen as 


lyend up inipaled over theirlord's gatepost asa 


fof the rewards of getting ideas above their station. 


SPECIAL RULES 

Hobgoblin Animosity 

Disreputable and fractious, Hobgoblin, Tike miose, 
tendency to fight among themselves even inithe miklst 6 
is problem, which given a Hobgoblin’s propensity form 
spite and self-serving cowardice itis only cheir 


their Chaos Dwarf masters that ean enforce them back into some 
semblance of orders 


Unless a Hobgoblin unie is already in eombar, fleeing, under ye 
models strong, or unless a Chaos Dwarfor Bull Centaur tinfels 
within 6” of them ar the start of the turn, you must rolla D6and 


consult the following chart for each Hobgoblin unit. Roll separately. 
for cach affected unit at the start of the turn. 


Result 
We'll get a better view from further back! 

‘The Hobgoblins’ cowardly nature comes to the fore and’ 
they immediately must take a Panic test. LF this is passed 
the unit may act normally this cum. 

Cut ‘em good 

‘The Hobgoblins feel they have a good chance of beingon 
the winning side and eating well tonight off the battles 
victims, The unit may act normally this curn, 

Bloody Murder! 

One of the constant petty squabbles in the ranks issertled 
with the ewist ofa knife in a back or two. The unit suffers 
D3 Wounds distributed as from shooting attacks (these 
wounds however will not cause a Panic test). Afterwards 
they gain +1 to their To Hit rolls for this turn only, and 
may be used normally again. 


Backstabbers 
Ofall Goblin kind Hobgoblins are rightly regarded as the most 
devious, cowardly, reacherous and outright murderous, andre 

“utterly distrusted even by their fellow greenskins.’ ‘These backstabbers 
and cutthroats habitually go around armed with allimannerof = 
man-stikkas, blades, daggers and razors, and for every knife they 
wear openly, it can be wagered thereat leas afew more youicant 
sce concealed about their person, just ry to be plunged into an iy 
unsuspecting foe's back. eS Rs 
Ifa Hobgoblin infantry unit with the Backst 
is ablease 10 models strong and successfully 


] 
; 
: 


© into service withthe Chaos Dwarfs as mercenaries, but their new 


Hobssblin Wolf R widers 
bb3bb mM VVOLT J aaders 
Some Chios Dwarf armics also employ bodies of giane wolf 

mounted Hobgoblin Rajders as scouts and light cavalry in battle. 
These are commonly drawn fromthe more nomadic Hobgoblin 


Aibes from the east of the Mountains of Mourn and isolated bands 
which roam the fringes-of the southern Dark Lands. They are lured U 


lords treat them as no better than slaves Tegardless, These raiders, 

all bandits and robbers by disposition, are if anything, even less 
reliable chan theitfsioislogging kin —their mounts allowing them 
to flee with mmch greatér speed when the need arises:"This tendenéy 
is however outweighed somewhat by their usefulness as skirmishers 
and foragers, particularly co Chaos Dwarf slave-raidingxpeditions 
Sho must cravel far and wide, often into unfamiliar and hostile lands 


— ae Re = 
| M Ws Bs s w td 
|: Hobgoblin Raider 4 1 
| Hobgoblin WolfBoss. 43 1 

Giant Wolf 9. 3 i 
| 

Troop Type: 


SPECIAL RULES 
Hobgoblin Animosity and Fast Cavalry 


Cowardly Despoilers 
Hobgoblin Wolf Raiders gain +1 co their combat result on the 
first tum of combar if they successfully charge an enemyin thé 
Fear or Aank, buc if they are themselves charged, they Suffera 
Alito hir on the first turn of combat. This rule applies co the 
Hobgoblins themselves, including any Hobgoblin characrer in 
thetunit, but nor to their wolves! 


F 


Chaos Dwarfs are arr 


* of the Soreerer-Prophets is able to forge these 
>f metal and lame, and the process is both coselyand 

ne. This limits their number, making them 
nd. Bur with the dark imaginings and limite 
ip the only end to the terrible forms a K'daai 
and shaped into, there have been those of Hashus 
ave met their cursed doom eatly, asthe power 
make their glorious vision real has slipped from their 


bend their knee to none but their Fat 


desires of their Sorcerers and Daem: 


domination, and for weapons and s 


invincible ~ and itis from 


is desire thar the K’daai Zharr 
scions of fire, were born. Rathe! Daemons all bu 


han 


ed 


oh 


uncontrolled as a hi 


“orcerer mig] 
Breater fiends of Chaos, priests of Hashur have 


the Daemon they summon by bind 


War machines and constructs, thus hai 
them to the Sorce 
they hay 
Ralfdacmon stuff and half 


will 


om the m: 


the deep earth and birthed in d of Hashi Ki 
Sichifiees, given form and contained within an armour. K 


Sfeticularcd icon and run 
Hiashut have sticceeded a 


ped bronze. The Hig 
too well in the K’daai 


almost mindless, elemental forces of di 


ction, Troop Type: Monstrous Infantry (Kdaai Fireborn and Manburner) 
torrestas cold and silent metal until they are required in bat Monster (K'daai De 


they burn bright and terrible, buc briefly 


Unstable, Unbreakable, Fear and Flaming Attacks 


Blazing Body 

Any model (friend or foe), except another K'daai, in base contact 
with a K’daai ar the start of the Close Combat phase takesan 
Automatic Strength 4 hit. Thisis counted as a Flaming attack. In 
addition, any non-magical arracks suffer a-1 penalty to wound them. 


Bound Fire Dacmon 

@ Hic Kaai hayebodies of sorcerous flame bound into shape by 
Pyatmour-like frameworks of metal and enslaved by the black arts of 
the Dacmonsmiths. The K'daai are counted as Daemons for the 

Be pusposcs of any relevant spell or effect against them, and havea 4+ 


Beard savewhich increases to 2+ against Flaming attacks, 
=s 


g Bright 

fuhleashed the power of the K'daai’s sorcerous fire is So great 
umes €yen itself eventually and destroys the bindings 

Bg them in shape. As a result, froriighe second game tum 

Bethe starcoFeach turn a Toughness test must be made for 
lini (rol! once for each unit): If this is failed they suffer 

With no save of any kind possible, diseribured as pera 


And treated as such in the game. In addition itals 
hes than Fear), Large Targetand Frenzy special 
Backs cach urn, rather chan +1, while th 

fi ma 


The reat Janus 


ad realm, a haven and birthing ground RATE 


The Dark Lands are a di 


for all manner of monster 


ind unnatural creatures, but none are 
more sought after by the Chaos Dwarfs than the Great Taurus of 


Great Taurus 
the Volcanic Heights. The supreme terrors of theer: 


Seon 6S 
d craters Bale Taurus 6 S20 6 6 
fess a beast than a ‘ : | 


the Dark Lands 


MWSBS S$ T WIA 
‘ 
5 


Of ash and fire, some claim che Great Taurus is 


inanifestation of the rage and deathly savagery 


themselves. To the Chaos Dwarfs, their resemblance, both in form Troop Type: Monster 


and molten fary tathe icons of god. Hashut, Father of 


Darkness, is no mitré coincidence SPECIAL RULES, v 
Blazing Body ms 
In form no two Taurus are ever quite alike, and the mighti Any model (friend 3 encimy)vexcepe a Chaos Dwattusltfaie ate 
them are truly massive beasts that never dic except by vidlence mount, takesan aromatic Strength 4 hic anche starcofthe Close 
je Taurus in d All b semblance c 


tnbar phase. "This isa Flamjag attacks Additionally any fe 
areal attacks suffer a-Jpenaley’To Wound them 


of ahuge, winged, daemoniac bull whe 


intensity ofa living furn 


spark tlic ground afire bene 


Fuclled by Fire Mi 
\ Grear Taurus cannot be wounded by Spelld tromnithe Loreot Fite, 
In addition, ifthe Great Thus ithe tanger of a soeccosiD eae 
spell from the Lore of Fire, icimmediatele Regains D3 MVannes ee 


carlier in the battle 


and blade alike pe 


the ash: 


ling shadows thar 


Large Targteand Terror (se 
mcr culcbook) Breath Weapioe iSircearh 4 facials 


> Agack Bale Tagus only te ihc” 


of the Great Taurus lik: 


onslaught no mere m 


None bat the highest s 
of fire-w ‘ds can ho 
and the infernal stabl. 
h the g 
rund are heated by 
burning night and 


Taurus bei 


sacred beasts kepr there. Ind 


only by means of the most comp! 


and dangerous spells 


Dwarf Sorcerercan even n 
dangerous creature without 
succumbing to their incinerat 
and Voracious appetites 


sUhisarmy lise represents the Chaos Dwarf forces that garrison the 
Bleak and foreboding Black Fortress in the southern Dark Lands 
IeWasithisarmy.of black iron, shot and sinew that confronted 
Mamirkhan’s great horde on the blasted crossing ground, and 
ivistons oF which Would later accompany the Maggot Lord in his 
attiekson the Empire. Such are the diverse slaves and diabolic war 
Pngines of the Chios Dwearfs that the Legion of Azgoth doesn't 
fepresent the full range of theirpower, but should provide a mighty 
and.charactérful force on the battlefield, allowing you t6 field a full 
Beale army of Chaos Dwarfs in your games of Watha 


coon of 
S 


Se 
Using Chaos Dwarf Units in Warriors of Chaos Armies 

As mercenaries and weapon smiths, th€ Chaos Dwarfvare | 
known to sell their services to the hosts 6f the nbrthiin tearm © 
for slaves, souls and plunder. To represent this the following 
Legion of Azgoch units can be taken as part ofa Warriors of 
Chaos army using the options listed : 


Ifyou are fielding a combined force utilising the Great Host 


options on page 142, those options take precedence and the 
following options should not be used: 


Chaos Dwarf Sorcerer-Prophets, Dacmonsmiths and 

Castellans may be purchased as part of the army's Character 
s or Heroes as listed) as long as at léase one 

other non-character unit of Chaos Dwarf, including war 


allowance (as 


machines, etc, is also taken. Chaos Dwarf chatacters may not 


eral (and so at least one character from the 
rs of Chaos list must be taken). 


One unit of Chaos Dwarf Infernals may be taken asa Special 
choice for every Sorcerer-Prophet or Daémonsmith also taken 
in the army. Magma Cannons, Deathshrieker Rockets, Iron 

Daemons and Dreadquake Mortars may be takeri as Raré | 
choiees in the army | 


ARMY SPECIAL RULES 
Resolute 


Chaos Dwarts fight with grim malice and 


their positions on the bartlefield. All Chaos. Ace and 


{are scomful of the ability of anyone orliitything to stop them, Chiat 
Dwarfs do not need to take a Leadership rest in order to march when 
enemy units are within 8” 


Dacmonsmith 
(Chaos Dwarf Diémonsmiths are Immune to Psychologdnd have 
both the Infernal Engineer and Sorcerer's Curse special riles 


Contempt 
Chaos Dwarfs despise all othet forms of life and see them at nothing 
jmote than contemptible fodder to be exploited and disposed of as 
Rteded. They expect their ‘lessers’ to show cowardice find weikness 
in battle and be restrained only through fear. 


Asa result, Chaos Dwarf and Boll Centaur unics are notjubject 

to Panic tests caused by friendly units which are destroyed or fail a 

Break test within 6" of them, unless the unit desetayed orbroken is 
itselFa Chaos Dwarf or Bull Centaur unie. 


(Characters with the Contempt rule may not join units other than those 
Bihich are also subject to this rule, 2 well s any normal restrictions. 


Sorcerer's Carse: Chaos Dwarf Sorcerers pay a tcrible price for their 
Powers, be they Dacmonsmith or mighty prophet of their dark god 
Hashur: Their bones and flesh slowly petrify over time into unfeeling 
DBlackened'stone. Each time che magie they command slips from their 
esp for but an instant, this curse punishes them further until one day 
the Sorcerer is trapped screaming silendly within 2 prison of their own 
immobile body: Whenever 2 Chao Dwarf with this special rule suffers 
 Miscase during the game, after resolfing the effects of the Miscast 
on them ndtmally, they must take 2 Toughness test. If this is failed 
they suffera single additional wound which may not be prevented in 
“any way (even by Ward saves, exc). However, che firs time they suffer 
7 wound in this manner, they also gti a bonus of +1 Toughness for 
“the rest of the game ~ should they x viva Subsequent fallures simply 
“20st additional wounds to be inflicted instead. 


may be towed by Iron 
may not move normally 


A 2D6-1" rather than the.nsual 2D6" Note that iis 
. aces be chore dean. er x 
+ Sah pies : “8 
©The Chaos Dwarfs are implacable and telen attacking. and” 


he Infernal Engineer isses chis re-roll ability, they cannoeSighOe 


«face that & elle: D3 sea 


crewe(or on the sachihie itself in the ca 
dark forces within rebel against cheie! 


i 
Infernal Engineer; A madlwith his rule Ht is within 3 
their army's wat machines andor motinted on dmonster.Ae 
to takea"Look Our Sitttroliag if they were in a unite of ive 
moddls. In addition, oné war machinehat is withine $$ of an. af 
Engineer may re-roll oné Seatter dice or one Artillery dice pes mammal 


theis own missile weapion in de same Shooting phase, 


Drazhoath the Ashen, Prophet of Hashut 


MEWS BS-(SoT ow I Ay id Troop Type 
Drazhoath Su G APRS 4 2 3-101 Drazhoath (Infantry, Special Character) 
Cinderbreath 655.0 61.6 » rm { 4 6 Cinderbreath (Monster) 
Magic Special Rules 3 2 
* Drazhoath is a Level 4 ¢ Resolute joath rides Cinderbreath, the Bale Taurus. Iris a particularly powerful ¥ 
Wizard and uses spells © Relentless rus with an increased profile (a shown), and.a Strength 5 Flaming 
from the Lore of Hashut. Contempt Breath Weapon but otherwise is identical to the Bale Taurus rules 
* Dacmonsmith shown on page 185. 
Equipment © Dark Renown 
 Blackshard Armour 
 Hellshard Amulet 
 Daemonspite Crudble 
© The Graven Sceptre 
Sorcerer-Prophet 265 points 
M WSBS S T Wii A Id Troop Type 
Sorcerer-prophet SUES eee SOS ed": 10) Infaner = 
Great Taurus 6 5 0 6 b 4 46 Monster 
Bale Taurus OS EO 166 5 a6 Monster 
Magic Special Rules Options 


* A Sorcerer-prophet is 
a Level 3 Wizard. They 
may chose spells from 
the Lore of Hashur, Fire, 
Metal or Death. 


« Resolute 

« Relentless 

* Contempt 

* Dacmonsmith 


* Sorcerer's Curse 


Equipment 
 Blackshard Armour 
+ Darkforged Weapon 


May upgrade to a Level 4 Wizard. 
ic Items up toa toral of 
+ May be equipped with any of the following 
Pisco 
~ Naphtha Bombs 
= Blood of Hashut (one use).. 


+ May ridé one of the following mounts 


- Great Taurus (see page 185)... 
Lammasu (see Warhammer Storm of 


agic) 
~ Bale Taurus (see page 185) 


Daemonsmith Sorcerer 


m M WS BS s T 
4. SDacmionsmich Sorcerer Sia 0S 44 


Equipment 
+ Blackshard Armour 


+ Ensorcelled Hand 


» The Dacmonsmith isa 
Level | Wizardand may 


choose their spells from Weapon 
1 the Lores of Fite, Metal 
y or Death, Special Rules 
j * Resolute 
i * Relentless 
; # Contempt 
» Dacmonsmith 
© Sorcerer's Curse 
~ 
Infernal Castellan 
M WS BS § T 
Infernal Castellan 336.4 4°53 
Equipment Special Rules 
* Blackshard Armour + Resolute 
* Hand Weapon # Relentless 
+ Conrempr 
: * Stubborn 


w¥ 


Heroes 


1A Ed Troop Type 
202 9 Infantry 
Options 
+ May upgrade to a Level 2 Wizard, 
* May take Magic Items up to total of 
+ May be equipped with ani of the following 
Pistol, 
Naphtha Bombs 
I, A ld Troop Type 
3 3 9 Infantry 
Options 


© May take Magic Irems up to a total of 
* May be equipped vith any of the follow 
Shield, 
Pistol 


Great Weapon 
~ Fireglaive 


Upgrade — Battle Standard Bearer 


limit), but in this case may not carry other m: items. 


‘One Dark Castellan in the army may be upgraded te carry the 
army’ general even if they have the highest Leadership value in the army. The Battle Standard 


Bartle Standard for +25 points. This Bartle Standard Bearer may notbe the 


35 points 
50 poings, 


S point 


5 points 


points aut 
denned pints 

5 poings 

15 points 


Hobgoblin Khan 
Hobgoblin Khan 
Equipment 


* Hand Weapon 
# Throwing Knives 


M WS BS S T W 


ee ame tae gy tae) 


Special Rules 
« None 


Heroes 


I A Id Troop Type 
Ar 3 Infantry 


Options 
© May take Magic 


ms up to 4 rotal of 2 
d with an 


© May ride a Gia 


Bull Centaur Taur’ruk 
Taur'ruk 
Equipment 


* Hand Weapon 
+ Heavy Armour 


° Fear 


cy 
155 points 

I A Ld — Troop Type 

4 4 9. Monstrous Beast 

Options 


© May take Magic Items up to a toral of. 
+ May be equipped with any of the following 
- Blackshard Armour 
~ Shield ... aie 
- Additional Hand Weapon 
Great Weapon . 


A Taur‘ruk may only be included in the army if-at least one unit of Bull 
Renders is also included as part of the force. It may not be the army's 
nd therefore a Chaos Dwarf character must be included to lead the 


> oT 


Core 


* Bac 


rd 
MWSBS S T Widroa ta ‘Troop Type 
AT Sa ate Da? at ee Mees Bey Infancy 
BA Bales: Aa 2b g Infantry 
Special Rules Options 
+ Resolute * The unit may also have one of the following " & 
Equipment + Relentless Great Weapon nna 3 points pésmnodel i 
« Blackshard Amour # Contempr Fite ghRIV08 sence 5 points per mode 
* Hand Weapon Hailsfor Bluntderbusses* aoe: : 
Shield + Upgrade one Chaos Dwarf Infernal to a Musician. 
; + Upgrade one Chaos Dwarf Infernal to a Standard Bearet points 
< * Upgrade one Chaos Dwarf Infernal to a Deathmask. 12 points 
The Overseer:may be equipped with a pistol for 2 points 
and/or a Naptha Bomb* for age 5 points 
* One uninof Chaos Dwarf Infernals in the army may havea magic standard 
“Sec Equipment page for further information worth up to. 50 points 
Hobgoblin Cutthroats 
MUWS BS. S$ W 1 A‘ 1d Troop Type . 
Cutthroar 4 9 S\-3). Seep), ~ 2b Infantry i s 
Murder Boss , a A: RN Pc Se ed 2 Infantry mai 
Unit size: 20+ Equipment ‘ ‘ 
* Hand Weapon ‘4 point per model : 
« Light Armour fay be equipped with one of the following: ' 
« Throwing Knives - Additional hand weapons % poin nodel 
~ Bows 1 poinc per modek 
‘Special Rules roat to a Musician 24 points 
+ Hobgoblin Animosity oat to a Standard Bearer 8 points 


‘0a Murder Boss 


“Opoinss ; 


S fw Tada 
a 5) RSE ee tee Gee 2 We 
Bs Deathmask ice) GF AmedeaeT = 2. 2- *9. Infantry 
©.” Unit size: 10+ Equipment 
ma * Blackshard Armour 
Me * Shield ee 
va « Ensorcelled Hand +» Upgrade one Infernal Ironsworn to a Deathmask .., 
i Weapon # Any unit of Infernal Fronoworn may have magic standard 
worth UP £0. nen 
c Special Rules 
a # Resolute 
a - # Relentless : 
*  « Contempr 
a 
_ Bull Centaur Renders 
: 5 MwWSBS S T WI A ld ‘Troop Type 
Bull Centaur Render Fake DAS, NS Se 28 Monstrous Beasts 
Ball Cenraur Bahal 7 Se he Ey nee eae Yee Monstrous Beasts 


Unit size: 3+. Options. 
+ May be equipped with shields. 


+ Maybe equipped with one ofthe following 
shite Heal Ween 


‘+ One unit of Bull Centaur Renders mayhavea 
magic standard worth up to. = 


one iron Daemon isin the artny we nnnsm 
+ TheDeathshricker Rocket may be Hellbound... 


ee 2 
1 Daemon, War Engine 4 

gi2 ES Troop Type 

~~ Unique unie 


© The Iron Dacmon may be Hellbound. : 
(in this case only the impact hits and Thunderstomp of the machifie, not 
f ‘rew, beeomé magical attacks) - ah 
ate attacks + The Steam Cannonade may be replaced with a Skulleracker.. 


Special Rules 
War * Unbreakable 
© Terror 
+ Large Target 
Lumberingand 
re) © "Impacc hits (D6+2) 
«Carriage Hauler” 


Hobgoblin Wolf Raiders 
Raider 

Wolf Boss 

Giant Wolf 


Unir size: 5+ 


M Ws BS S T W 
4 eet 2 3 1 
4 3 3 3 3 1 
2 eS 0 3 3 1 
Equipment 


Hand Weapon 
« Light Armour 


Special Rules 
‘* Hobgoblin Animosity 
« Fast Cavalry 

* Cowardly Despoilers 


Rave 


I A ld Troop Type 

2 1 6 Cavalry 

326 Cavalry 

3 1 3 

Options 

‘+ May be equipped with shields (the unit will no longes be counted 
as Fast Cavalry 


* May be equipped with one of the following: 
car. 


point per model 
2 points per model 


~ bows. ase 
+ Upgrade one Wolf Raider toa Musician . 
+ Upgrade one Wolf Raider to a Standard Bearer 
+ Upgrade one Wolf Raider to a Wolf Boss 


Dreadquake Mortar 


Mortar 
‘Chaos Dwarf 
Slave Ogre 


Unie size 
‘One Dreadquake Mortar 
and three Chaos Dwarf 
crew. 


M WS BS S T W 


Equipment (Crew) 
* Heavy Armour 

(Chaos Dwarf only 
+ Hand Weapon 


Special Rules 
# Resolute 
* Relentless 
+ Contempr 


Special Rules 
(Dreadquake only) 

* Multiple Wounds (196) 
+ Armour Piercing 

© Quake! 

+ Slow Reload 


195 points 


I A Ld Troop Type 
s War Machine 


Options 
+ The Dreadquake Mortar may be crewed by an additional 
Slave Ogre aE Se RTS 
(note this adds three extra wounds rather than one). 
+ Temay be mounted on a Steam Carriage ifat least one Iron Daemon 
is in the army. 


« The Dreadquake Mortar may be Hellbound... 


epee as. TW 1 Ala.” Theop nyye 
INAS ES o's 6) 6 56g Monster 
PK dati Destroyers may only be included in the army if'a Options 
* Dacmionsmith is also present None 
Unit size 4 Special Rules # 
One Kai Destroyer © Unstable 
* Unbreakable 
Equipment * Terror 
© © Spite and hellfire 


(hand weapon) 


Blazing Body 


+ Bound Fire Daemon 


Burning Bright 
Frenzy (D3 Atcacks) 


Hellcannon As pet Warhammer Armies: Warriors of Chaos 


Chaos Siege Giant 275 points. 
M WS'BS”s. Tew La id Troop Type 
Chaos Siege Giant 5 4 3 6 S76 3 Specialo Monster 
Equipment Special Rules Options % 
+ Hooked blades, ‘© Large Target « Runes of Hate +25 points i 
Picks, chains and * Scaling Spikes... +10 points § 
tage (hand weapon) fs 
* Siege Armour # Immune to Psychology (xe > >) E Bl 
* Fall Over Rare choice for either a Warriors of Chaos or a | 
* Chaos Siege Giant | 
% Attacks i 


© Wall Ripper 


Ihe Love 6f Hashue 


KILLING FIRE (LORE ATTRIBUTE) 

‘The flame of Hashut kindles best in living flesh, and always 
hungers ro déstray. Ifa magic missile or direct damage spell 
from the Lore of Hashut is targeted on one or more models 


. with the Flammable special rule, the Wizard adds +D3 to their 
casting total. 


Breath of Hatred (Signature Spell) 


The Sorcerer's malice infects bis chase 


Cast on 6+ 


Spurting thene on to 


-greater def 


Remains in play. Breath of Hatred is 
of 12". The target unic becomes subj 
is in effect. Alternately, the Sorcerer can extend this to 
friendly units within 12”, bur if they do so the casti 
increased to 15+. 


augment spell 
t to Hatred whi 


1. Burning Wrath 


The sorcerer cal 


Cast on 6+ 


id conjures forth a 
torrent of burn nmsolate their enemies, 


£8". Ie inflicts 
ich eount as flaming attacks. The Sorcerer 
D6 hits, but if they do so the casting value is 


Caston 8+ 


Rha ep wih Srange of 24° The target unit 
must piss pibeadepship test at -3 OF suifer 2 permanent reduction of 
ALR thes Eesdlentie fetterescoPshe game (to a minimum of 2) 
srk sities bee of it 9 Spell Unbreakable uisits are immune 


8 iste B, ia? 


3. Curse of Hashut 


he malediction that inflicts bis omm twisted bad, the 
he dark curse of Hashut on others, causing thetr bones tp 
sh ta grow brittle and crumble to duct 


ut isa direct dainage spell with a range of 1841p 

single eneiny model ofthe caster’s choice (even a\eharserse 

t). The target suffers a number of hies equal to 26 minas 

Toughness score. Hits from this spell cause wounds on a 
our saves allowed. 


4. Ash Storm Catone 


storm of choking hot ash, scalding and 


te enough to be caught in its path, 


hex spell 


ith a range of 24". The target unit suffers 

1 to hit in close combat and -2 to hit with shooting areacks tne he 

start of th =xt Magic phase. In addition, the target unit may 
move and may nor charge, march or fy. The unit 


ct lasts. Wizards cannot cast magic spells exeepe 
on themselves while under the effect of this hex: Any unit anderthe 
s being flammable 


ect of the spel is treated 


5. Hell Hammer 


Hell Hammer is a direct damage spell. To determine what is hit, 
fextend asstraight linic 3D6" within the caster’s front arc and directly 
away from their base. Each model in the way (decermined as for a 


= bouncing cannonball) must take an Initiative test Orsuffer a Serengeh 


6 hit Causing thultiple wounds (D3 wounds), Any unit suffering 
<casugléigs from this spell mustimmediacely take a Panic test. The 
Soxéeret may choose to double the Hell Hammer’ range (making 
theline’ distance rwice'the toral rolled). If they do so, the casting 
value of the spell is increased to 184. 


6. Flames of Azgorh Cast on 18+ 
Fire leaps fromthe sorcerer’ eyes amd mosth as they call upon the 
most terrible Mantations offre and destruction, the ground cracking 


open ei Gea exploiting forth in a devastating eraption at 
thet 3 


Flaunts of Aegard isa direct Gamage spell which may be cast on 
atiy point of the fable within the caster’ line of sight. Place the 
Small (33) round cemplate with the central hole on the chosen 


fargét point ~ thexemplatethen scatters D6" (remaining oo target 


is rolled). All models tguched by the template suffera 


By Seiieeh 6 hic. Hics fromhis spell have the Flaming Arcacks and 


wrakpevtee eg In addition, che model 


Cast on 104 


xy KY NAS 


oY 


ZakRLA™ 4. 


rrr rr ne eoereere 


(Chaos Dwarf only, Magic Weapon) reflected forall to see. 
This black-hafed ‘bears the horned rune of Hashut, Father ae r 7 
of Darkness, tid Wa& licen carried into bactle for centuries bythe ‘The wearer of cris mask counts theie armour as 
champions of Zhar-Nageriind. Its buriing wrath is erable and cari ‘normal. In addition they calse foe? and ha 
sunder the sronigest armour tnd pibcerise the bones of Ogres as easly as Imereases co 2+ against flaming attacks, 
SYithe britle litabs of Goblins. ‘ : 


Ae Stone Mantle . 

» Close combat artacks made with this weapon are at +2 Strengeh. (Chaos Dwarf only; Talisman) Se. 
Any Flaminable motel successfully wounded is killed outrigh. Said to have been created from the flayed greying flesh of thare 

~apprentice sorcerers who have filed Astaroth lpgmbarihy the Signe’ 

» Dagger of Malice 20 points © Mantle both preserves the. Sorcerer-Lord' chosen aealyte andireminils 
(Magic Weapon) 3 4 them of the price of failure. ‘ 33 
Said to have been found in an ancient barrow near the Plain of ‘ F 
Bones this ooked blade whispers thought of murder tnd.violence te The bearce’s Toughnes iv incttased by +1, while their 
deny that grasp its bil. Ws edge has never dullé no malterhow many lowered by -1 (co. minimum of | ). 
lives it has taken. 


* 


_ Banner of Slavery 4  S Poigs oe 
‘The bearer of this weapon suffers Hatred. . (Magic Standard) % + 
This mighty standard carries the emblem of che iggias of Be great 
_ Dark Mace G0 points \ “Temple ofZharr, and is richly embellished by runes oftyranmy and. 
~~ (Magic Weapon) ©, destruction. Fire and ath bleed from it casting a palhof shadow and 
The origins ofthis strange weapon have been lost to myth and legend, those under its influence have no choice but to ackadwleilge their’ 
© but it isknown to have served many masters down the years, The ‘stbjugabion to their dark masters and their inevitable victory. “~~ 
wespon smoulders with a dark power that seems to eat thelight around 
itand devours the warmth ofits victims, leaving them withered husks, All Hobgoblin units within 12" are Immune to Peychology. 
Close combat artcks made with this weaporrhave Killing Blow,and__' Chalice of Blood and Darkness 50 points 
inaddition once pér game, the beater can inflict an automatic wound (Arcane Item) t 
on every model in base contact; ihtluding their own mount, withno Filled with boiling blood and cinder ash, this gema-encrusted chalice * 
‘armour saves possible: 3 contains.a powerful curse which can be unleashed to désrabilise the 
winds of magic across the batelefield, drawing theix power int is 
Armour of Bazherak the Cruel SOpoints —steirling depths. 
(Magic Armour) 


Legend hasit shat Bacherak was th infimous Castelan-commander 
5 Bi the Tower of Gorgoth diving the wars Against the Great Empire of dice held in both side's dice pools by D3 each. Roll these dice 
Bf Nebeksara ut its height, long before Nagach doomed its people. 4 separately declaring before rolling which applies ro which side, Ifa 
i Seneral and slave-lord without peer he threatened the dominance of double‘I"is rolled between the dice then the bearer sufférsa wound 
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